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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 
Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 
Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 
To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


A\WARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions 

to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

¢ Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

¢ Take a 10 to 15 minute break every hour, even if you don't think you need it. 

e If your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours 
before playing again. 

¢ If you continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor. 


AAWARNING - Battery Leakage 


Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients 
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well 
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash 
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately 
flush thoroughly with water and see a doctor. 

To avoid battery leakage: 

Do not expose battery to excessive physical shock, vibration, or liquids. 

Do not disassemble, attempt to repair or deform the battery. 

Do not dispose of battery pack in a fire. 

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

Do not peel or damage the battery label. 


THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY® ' 


ADVANCE, GAME BOY® MICRO, OR NINTENDO DS™ VIDEO” 


The official seal is your assurance CAME SYSTEMS. 


that this product is licensed or 
manufactured by Nintendo. Always Important Legal Information 
look for this seal when buying 
video game systems, 


Copying of any video game for any Nintendo system is illegal 
and is strictly prohibited by domestic and international 
‘ intellectual property laws. “Back-up”or “archival” copies ar 
accessories, games Official not authorized and are not necessary to protect your so 


and related ware. Violators will be prosecuted. 


products. Seal This video game is not designed for use with any unautho- 


Nintendo does not license the sale or use of products rized copying device or any unlicensed accessory. Use of any 
der ceeeeeanireneuanean such device will invalidate your Nintendo product warranty, 
Nintendo (and/or any Nintendo licensee or distributor) is not 
responsible for any damage or loss caused by the use of any 
such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage 
and resume normal game play. If your game ceases to oper- 


Alcohol Reference ate and you have no device attached to it, please contact the 
Language game publisher's “Technical Support" or “Customer Service” 
Mild Fantasy Violence department. 
Suggestive Themes The contents of this notice do not interfere with your statu= 
ESRB CONTENT RATING Www.esrb.org tory rights. 
This booklet and other printed materials accompanying this 
LICENSED BY game are protected by domestic and international intellec= 


. ® tual property laws. { 
Nintendo Rev-D (L) 


NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 


TABLE OF CONTENTS 


STH AH ATHERTON OH ONO ROMMEL THERENENE HERE OT OTOH OHAHEESEROEO OHO EEO OEMERINENHHS HEMT OTOH OH OHNE RERSRHRS HSNO EO EHOHRMEESER ATHY RYO OH OT OERENANGMEE SHO HD DODO EM OURNAHRO ER OL OY Oe 


BORN ay. wea. an Ce) wes 07 BOrrORT SYSI BM Weegee... 
PINGS oi vy ee eae 08 INDIVIDUAL COMMANDS ........ 
SIAnTING Ire GAME 7. ..... 10 GENERAL COMMANDS .......... 
he RE GS eee 10 STATUS SCREGAM: GINUIT. owig sisi. «Wan 
THE GAME ATAGLANCE ........ 11 STATUS SCRERIW iY. bitGctiyy: 36 
BATTLE PREPARATION........... 14 INTERMISSION CO oye 44 


rr SAVINGS. ee 


INTRODUCTION 


This game is a tactical RPG in which the player controls military units in a 
variety of campaigns, simulating battle. Each battle map has a unique 
victory condition, and the player only advances to a different map after 
achieving victory on the current map. The story will differ depending on 
the selections the player makes, so there are multiple endings. Now, let's 
confront the emerging threats. 
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Nearly two centuries ago, the human race advanced into space, ushering in the dawn 
of a new era—the Space Era. Due to the devastation and turmoil caused by the meteors 
that struck Earth in the beginning of the 21st century, mankind made little progress in 
the succeeding years. 


But in 179 S.E., a third meteor, Meteor 3, struck Earth near the Marquesas Islands in the 
South Pacific. A research team dispatched by the Earth Federal Government (EFG) 
discovered that Meteor 3 contained evidence of technology unknown to mankind. They 
called this new technology Extra-Over Technology (EOT). 


Further analysis were conducted by the EOT Investigative Committee (EOTI) and the 
EOT Council. Upon conclusion of the investigation, Dr. Bian Zoldark, head of the EOTI, 
reported to the EFG and the Earth Federation Army that an invasion by extraterrestrial 
beings was highly probable. The EFG took the warning seriously, and the development 
of Personal Troopers, humanoid mobile units, began... 
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R Button 
tL Bution L Button 
— ; A Button 
__ Sete: B Button 
-e¢ SELECT 

a START 


_ Move cursor 
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NORMAL MODE ~~ 
Control Pad 


— 
Search unit, shortcut for | | 


Support ON/OFF 
Search unit, shortcut for Set 
Actions | 
Confirm commands, bring up 


windows 


Cancel commands, bring up unit or 


environment data q 
Display entire map | 
Bring up Quick Save 


OTHER CONTROLS 


R Button + A Button _Fast-forward messages on scenario screens _ 
Press and hold B Button + the Control Pad Move the cursor quickly 
START + SELECT + A Button +B Button _Reset the game 
Press and hold START Continue 


ONE HAND MODE 
The controls can be set so that one-handed play is possible: just bring up the Button 
Configuration Menu from the System option of the General Command Screen. Select 
“All commands on the left” and confirm. The following control scheme will be utilized. 


ONE HAND MODE © 


_ Control | Pad Move cursor oe ee 
L Button -LButton Confirm commands, bring up windows __ | 
couse | SELECT oF | Cancel commands, bring up unit or environment data 
ee [IONE 97) Bring up Quick Swe 
OTHER CONTROLS 
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| START + SELECT + L Button ik Weseumneeee 4 


| Press and hold START a4 Continue — he = 


’ STARTING THE GAME 
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Se Fa the “Super Robot Taisen: Original Generation” Game Pak into the 


Game Boy Advance and turn the power ON. When the Title Screen” 
appears, press START. | 


®GAME START SCREEN 


7 J 24 
NEW GAME: Start from the beginning Wahut Ts > ff 
LOAD: Resume the game from an panel owas iaisen| 
intermission 


CONTINUE: Resume the game from 
the map on which you saved 


LOAD CONTINUE 


CHARACTER SELECT 


You can select the character you'd 
like to play as (Kyosuke or Ryusei) at 
the beginning of the game. Select 
One, and the game will begin. 
Scenarios will vary depending on 
which character you choose. 


THE GAME AT A GLANCE 
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®SCENARIOS 

During this part of the game, characters will appear on 
screen, advance the plot, and explain the objectives for 
each map. 


®MADS 
At certain points in the game, battlefields will be 
displayed. 


®BATTLE DREPARATIONS 
Here, you can equip weapons or parts and modify 
them if necessary, depending on the situation. 
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®UNIT SELECT 


in Huckebein OOS 


Here, you'll select the pilots/mechs you want to use in the |genmmarniey Latomi 

upcoming battle. If you have a lot of units, you may not be Jin fits 

able to deploy them all. HE -28 Mase Gialo 
G St Aya 
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®BATTLE eis 
During battle, your units will be displayed in blue and es deat 
enemy units in red. Each map has different campaign | ony, 
objectives. You'll decide how your units are utilized. 


| @END SCENARIO 
After completing a battle, there will be a scene which 
relates to the outcome or that previews future encounters. 


®INTERMISSION bins 
At this time, you can customize your mech, change E 
equipment, or change mechs. You can also save your 
progress. oes 
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‘BATTLE PREPARATION 


After a map appears, you'll have the opportunity to prepare for battle. 
Make sure you select your units carefully, and properly equip them. 


® Unit/Info: View the status of a unit 

® Unit/Customize: Customize a unit 

® Unit/Parts: Equip a unit with parts — 

@ Weapon/Equip:Select weapons for a unit an Casto i - Ses 

® Weapon/Customize: Customize a unit's weapon CBU : Bats i 

@ Pilot/Info: View a pilot's status Cx 

@ Pilot/Training: Improve a pilot’s ability or learn | ih @ Cd | 
special skills by using Pilot Points B Pi « fisia 8 

Pilot/Assign: Change pilots for a particular unit 

© Team/Select: Finalize preparations and proceed 
to Team Select { 

® Deploy: Number of required mechs (yellow) / selectable mechs to be deployed © 


TEAM SELECT 
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When the Team Select Screen appears, select the units you wish to 
deploy from the list. Usually, they'll be boarded onto a battleship. 
Certain units may be required to participate, while others may not be 
selectable, depending on the situation. 


@ Unit List Page (Use the Control Pad to change ‘zea MMU 
pages) 5 Grungust ne * Ir 
Unit Name ie peti ‘ pe 


© Pilot Name ; - ola 
(on ee) 

OPilot Stats : 

OQ Number of Deployable Mechs 


ehutewald Fal 
Huchebein OOS Mita 


[ 

I 
Deploy 10 / LO Lett iI 

Select a unit you want to deploy using the Control Pad, and then press the A Button. 

An indicator to the left of the unit will be lit, signaling that the unit is ready to go. 


Press the A Button again to cancel. The farther into the game you get, the more units 
will be at your disposal. Be sure to select your team members carefully. 
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@ Cursor: used to control your units 
OGrid: each square represents 1 unit of movement. | ~ 
Grids can be turned on or off from the General * 
Commands Screen 


O Friendly Units: the player's units and other allies | 
OEnemy Units: hostile units controlled by the computer | 


O Individual Commands: orders which can be issued 
to units in your force 


O General Commands: options which relate to general j= 
operation of the game 


OTurns: number of full turns (Player Phase + Enemy | 
Phase) which have passed on the current map 


O Money: accumulated funds 


COMMANDS ON THE MAP 


There are two types of commands available to you from the map screen. 


®INDIVIDUAL COMMANDS 
These are the orders which can be 
issued to the units in your force. 


| Spirit Utilize a pilot’s Spirit 
___| Commands 
_ View the Status Screen for 


| a unit 


Transform a mech 
Deploy units 


Ground/Underground/ — Change a unit’s elevation 
_Use* Use an equipped part 


Replenish adjacent unit’s 
HP 

Replenish adjacent unit’s 
EN/ammo 


eGENERAL COMMANDS 
These options relate to general 
operation of the game. 


End your turn 
View the unit list 
‘View the victory condition(s) 
View the Spirit Command list 
Change controls or grid options 
Save your progress (select 


“CONTINUE” from the Start Menu 
to resume) 


*Available in certain circumstances 
| Note: Spirit, Status, Change, Deploy, 
Ground/Air/Water, and Use can be selected 
repeatedly without using your turn. 


BATTLE: MOVEMENT 
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Move the cursor over a unit on the map and press the A 
Button to display the options available for that unit. If the 
unit is far away from the enemy, you can select “Move” 
to move it closer. Press the B Button to check the status 
of the unit, and from that screen, press the A Button to 
see the character’s Special Skills. 


®HOW TO MOVE YOUR UNITS 

When you select “Move,” the unit’s range of movement 
will be indicated. Select your destination and press the A 
Button. Then, select “Standby,” or if the enemy is in 
range, “Attack.” 


®ENVIRONMENT 

There are many different types of environments on the 
maps. Mountains and seas will limit the mobility of your 
units. To see the effect of an environment, place the cursor 
On any given spot and press the B Button. (See P55 for 
more details.) 


®ENEMY STATUS 

By placing the cursor on an enemy and pressing the A 
Button, you can see its range of movement. To see its 
status, press the B Button. Pressing the A Button from 
there will allow you to see its special skills. If you have not 
yet engaged a unit, its data will not be available. 


®BOARD 

If a battleship highlighted in blue is nearby, you can move 
to its location and board it. Your ammo will be replenished, 
and your HP and EN restored if you remain there long 
enough. Your unit can be redeployed by selecting 
“Deploy” from the commands available for the battleship. 
The pilot’s “Will” will decrease by 10, but won’t go below 
100. 


BATTLE: ATTACKING 


If your unit is close enough to an enemy unit, you can 
attack. The unit challenged attacks first. There are three 
ways to attack: attacking an adjacent enemy, attacking 
from a distance, or attacking a particular area. 


®HOW TO ATTACK 

Select “Attack” from the available commands, and a list of 
weapons will appear. Weapons in red cannot be used for 
various reasons (not loaded, lack of EN/Range/Will, 
environment effect). The weapon's range will be 
indicated. Select a target using the cursor and confirm 
your choice by pressing the A Button. You can also select 
a target by pressing the L Button or R Button. 
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Split Missile L300 
MoSMachineGun @ 2100 


Will 
Energy 
Skill 


®ATTACKING AN ADJACENT ENEMY 
Move in close to an enemy and then attack. Weapons 
marked with a “P” are best for this type of strike, since they 
can be used after moving. 


®ATTACKING FROM A DISTANCE 
A weapon with a range greater than 2 can be used to attack 
from a distance. 


@ATTACKING A PARTICULAR AREA 

Weapons marked “MAP” can damage multiple units at the 
same time, including your allies, if they are in the target 
area. This type of attack is not susceptible to 
counterattacks. 


CONFIRMING AN ATTACK 


After choosing an attack strategy, both the player’s and the enemy’s data will be 
displayed. Note information such as your weapon’s hit rate and the probability of a 
counterattack. Press the A Button to start the battle, or the B Button to cancel. 


®BATTLE DATA WINDOW 


O Name of Enemy Unit 

© Weapon for Counterattack 
OEnemy’s HP 

OEnemy’s EN 

O Name of Enemy Pilot 
OEnemy’s Level 

OEnemy’s Will 

© Accuracy of Enemy’s Weapon 
© Name of Unit 

© Weapon Used 

@ Name of Supporting Pilot 
® Supporting Weapon 

® Player Character’s HP 

© Player Character’s EN 

© Pilot's Name 
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© Player Character’s Level 

@ Player Character’s Will 7 

© Hit Rate of Player Characters Weapor ve 

© Start Battle 7 

@ Support: change supporting units 
or turn supporting attacks on or off 

@ AnimSkip: watch or skip the battle 
scene 4 


COUNTERATTACKING 


Units will automatically counterattack, unless you change the settings. When you are 
attacked, select “Action,” and the following choices will be displayed: Counterattack, 
Defend, and Evade. Select “Counterattack” to set a weapon for counterattacking. In 
lieu of counterattacking, choosing “Defend” will reduce the damage you'll sustain, 
and selecting “Evade” will increase your chances of dodging the attack. 


®COUNTERATTACK WINDOW 


O Start Battle 

@AdAction: Counterattack, Defend, and 
Evade are the available options 

@®Support: Change supporting units or 
turn supporting attacks on or off 

O AnimSkip: Watch or skip the battle scene 


Note: The R Button can be used to turn 
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support on or off, and the L Button can be used as a shortcut for selecting a defensive 


action. 


During battle, you can replanted your ammo and restore HP and EN 
using the following options. 


®eMODULES 

Use a unit equipped with a repair module or supply module 
to replenish allied units following the same process as 
attacking. The higher the level of the repairing unit's pilot, the 
more HP that will be replenished. Use a supply module to 
replenish EN/ammo to the max. 


®ABILITIES 
If your pilots have Spirit Commands such as Vigor or Trust, 
they can replenish their units using these abilities. 


®_OCATION 
Units stationed in certain places like cities or bases will 
automatically be replenished each turn, anywhere from 10% 
to 30%. 


®BOARDING 
If you board a battleship, your HP and EN will be restored 
every turn, and your ammo will be fully replenished. The 
pilot’s “Will” will decrease by 10, but won't go below 100. 


®DARTS 
If your units have parts such as Repair Kits, Fuel Tanks, and 
Cartridges equipped, these can also be used to replenish your 
forces. 


BATTLE: COMPLETION 


When you have completed all of the actions you would like to 
take during a given turn, press the A Button with the cursor 
On an unoccupied grid square to bring up the General 
Command Menu. Select “End Phase,” and the enemy’s turn 
will begin. You may end your turn at any time, even if you 
have not moved all of your units. You and the enemy will 
alternate taking turns. Once the campaign objectives have been fulfilled, you will 
have completed that particular map. , 


SUPPORT SYSTEM 
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There are times when allies can assist each other in battle. 
This is called “Support.” There are two kinds: Offensive and 
Defensive. Offensive Support occurs when adjacent units 
attack the same enemy. Defensive Support is when a unit 
takes a hit for an adjacent ally. To do this, the unit must not 
have taken any action yet and its pilot must have support 
abilities. A support unit can assist at most 4 times in a turn. 
This ability will be indicated in the Attack/Counterattack 
window. 


OFFENSIVE SUPPORT 


To receive Offensive Support, the following conditions must 

be met: 

¢ The support unit is adjacent to the unit receiving the 
support. 

¢ The support unit is still able to attack. 

¢ The support unit has the ability to move to the grid square 
its ally is on. 

¢ The support unit’s weapon is appropriate for the attack. 

¢ The support unit has not completed its actions for the 
turn. 

¢ The support unit has not participated in a Combined 


Attack. Bhainone 


If you don’t need Offensive Support, want to change which unit will provide support, 
or want to change a support unit’s weapon, open the Battle Data window and go to 
the Support Menu. Here, you can turn support off by selecting “None,” or view the 
available support units by selecting “Change.” The hit rate for each support unit's 
weapon will be shown. Use the Control Pad to select the support unit you want to 
use and press the A Button to confirm your choice. Lastly, if the unit has oe ate 
weapons, select the one you'd prefer to use. - 


DEFENSIVE SUPPORT 


To receive Defensive Support, the following conditions must aoe ce 

be met: ] Sup Latooni | 

* The support unit is adjacent to the unit receiving the % 
support. 

¢ The support unit is still able to defend. 

¢* The support unit has the ability to move to the grid square 
its ally is on. 

* The unit receiving support fails to evade an attack. 


Note: If there’s a chance it will be destroyed, the support unit 
will not provide support. 


If you select “Support” from the Battle Data window and then “Change,” the HP and 
EN of each available Defensive Support unit will be displayed. Select a unit using the 
Control Pad, and press the A Button to confirm your choice. Selecting “None” from 
the Support Menu will disable support. 


OTHER SUPPORT-RELATED ISSUES 


eSPIRIT COMMANDS 

When providing Offensive or Defensive Support, a support unit can not benefit from 
certain Spirit Commands, even if they are set beforehand. However, special abilities 
such as Barrier and Double Image can still be activated. 


eEXPERIENCE 
When a unit provides Offensive Support, it will not receive any experience; all 
experience goes to the unit that initiated the attack. 


®DRIORITY 

lf more than one unit can provide support, then priority is determined as follows: 
Offensive Support: the unit with the strongest weapon participates 

Defensive Support: the unit that will sustain the least damage participates 


INDIVIDUAL COMMANDS 
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A variety of Individual Commands will be available to you depending on the unit 
you are controlling and the situation. They are essential for winning battles, so use 
them wisely. 


eSpIRIT 

These commands can be used by consuming a pilot's Spirit 
Points. They will allow you to do things such as improve a 
weapon’s hit rate, restore HP, etc. The higher the level of the 
character, the more commands you can use. For additional 
information, see P56. 


®CHANGE 
Units which this command applies to can transform and 
utilize new abilities. For example, their mobility might 
improve for certain environments, or they may gain some 
other advantage over the enemy. 


®AIR/WATER/GROUND/UNDergrounD 
When you are using a multi-terrain unit, commands such as 
“Air” or “Water” may become available in certain situations, 
allowing that unit to transfer to a different environment. 
Range of movement will vary by unit, and weapon efficiency 
will vary depending on the location of the target. 


®USE 

This command can be selected to use consumable items in 
your inventory such as Fuel Tanks or Cartridges. Parts can be 
used to restore HP and EN, among other things, but must first 
be equipped. 


eSTATUS 
This option will allow you to see information about a unit and 
its pilot, including any special abilities it has. Check this data 
frequently to adjust your battle plans. 
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Press the A Button with the cursor on an unoccupied grid square, and 
the General Commands will be displayed. These commands are critical 
for directing your units and monitoring their performance. Be sure to 
familiarize yourself with them. 


®END PHASE 

Use this command when your units have completed all 
actions you want them to perform. The number of units that 
have not yet acted will appear on the screen. You can cancel 
your choice by selecting “No” or pressing the B Button, or 
you can confirm it by selecting “Yes.” 


®UNITS 
Selecting this command will allow you to view a list of your 


deployed units, in order of EXP. Units listed in red letters Te : an 


NR pn 


have already acted. Use the Control Pad to change pages, §& ii 


i y ee gystate 
and the L or R Button to see the following information: Level, ome 
Will, number of units shot down, EN, and HP. Use the cursor 
and the A Button to select a unit from the list, and the 


cursor will jump to that unit on the map. 


®MISSION 

Select this command to view the victory/defeat conditions. If 
you win the battle, you'll move on to the next map. If not, then 
the game will end. Press right on the Control Pad to see the 
Battle Mastery requirement. 


®SEARCH 

This chart lists the Spirit Commands of all the pilots deployed. 
Select the command you want to use, and the names of the 
pilots who can use it will be displayed. Select a character, and 
the cursor will jump to that unit on the map. 
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eSYSTEM 
Here, you can select whether or not you want the grid to be displayed, whether or not 
the music will revert to default after a battle, and which control scheme you'd prefer. 


@SAVE 
This command will allow you to save your progress on 
the current map. You can resume your game by 
selecting “CONTINUE” from the Start Menu. 
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@ Page: Use the Control Pad to change pages 

© Name: The mech’s name 

© HP: The mech’s endurance. If it reaches 0, the mech will be out of commission 

© EN: The amount of energy the mech has 

© Move: The number of squares the mech can move on the map 

© Mobility: The mech’s mobility. Affects evasion 

@ Armor: The mech’s defense. The higher the number, the less damage sustained 

© Type: The mech’s movement type 

© Abilities: The mech’s special features 

@ Size: Ranges from S (smallest) to LL (largest). Note: Large mechs tend to be easy 
targets 

@ Cost: The cost to repair a mech which has been disabled in battle 

® Environment Rating: Indicates the mech’s suitability for various environments. 
From highest to lowest, the rankings are S, A, B, C, D 

@® Parts: The parts the mech is equipped with 

© Weapon Space: Relates to how many weapons can be equipped on the mech. 
The larger the number, the more weapons that can be equipped 


@ Page: Use the Control Pad to change pages. 

© Name: The pilot’s name. 

© Level: The pilot’s current level, which increases as you 
accumulate EXP in battle. 

O Will: Current will power. Affects offensive/defensive 


ability. Increases or decreases with the turn of events (i.e. 
defeating an enemy, replenished by ally). Certain 
weapons Can not be used unless the pilot has enough will 
power. 

© EXP: The pilot’s experience. 

© Need: Experience needed to level up. 

@ MEL (Melee): The pilot’s ability to use weapons in close 
combat. The higher the number, the more damage that is 
dealt. 100 is the base value of this stat. 
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© RNG (Range): The pilot's ability to use weapons from a distance. The higher the 
number, the more damage that is dealt. 100 is the base value of this stat. 

© MAN (Maneuverability): The pilot’s overall technique and skill. The higher the 
number, the better the odds of scoring a critical hit. 

© DEF (Defense): The pilot's ability to defend against attacks. The higher the 
number, the less damage the pilot sustains. 

® HIT: The pilot’s accuracy. The higher the number, the more accurate the attack 

® EVD (Evade): The pilot’s ability to evade attacks. The higher the number, the 
better chance of evasion. The additional number reflects the mobility of the vehicle. 

® Pilot Points: The current number of Pilot Points the character has. You can 
improve the pilot's ability by spending these points in training. 

| @ Beat: The number of enemy units the pilot has destroyed. 

/ ®Spirit Points: The pilot’s Spirit Points (current/maximum). Using Spirit 
Commands will deplete these points. 

© Spirit Commands: A list of Spirit Commands available to the pilot. 

® Skills: The pilot's special skills. These can be obtained through training or by 
raising the pilot's level. 

® Environment Rating: Indicates the pilot’s ability in various environments. From 

highest to lowest, the rankings are S, A, B, C, D. 


SPECIAL SKILLS 


The following are skills pilots can learn. 


_ Rarely activated. Raises the following stats to 100%: HIT, EVD and Critical 


Support 

Allows the pilot to provide offensive or defensive support. The higher the pilot’s © 
level, the more times he can provide support in a given turn 

Prevail 

This skill will be activated when the pilot’s HP is running out. The following 
stats will be raised: EVD, HIT, Critical and Armor. The higher the pilot’s skill 
level, the more powerful this skill is. The higher the skill level of the pilot, the 
more frequently this skill will be activated. 

Counter 

Allows the pilot to attack first when targeted by the enemy 

In-Fight 

Increases the range and damage dealt by melee weapons 

Gunfight 

Increases the range and damage dealt by firing weapons 

SP Up 

Increases a pilot’s maximum Spirit Points 

Lucky 


SP Regenerate 
Restores 10 Spirit Points every turn 

Mental 

Reduces the SP cost for Spirit Commands 

Hit&Away 

When you attack your enemy without moving, this skill will enable you to 
move afterwards. 


Genius 

Increases HIT, Critical, and EVD 

Fortune 

A pilot with this ability receives more money in battle 
Attacker 

Increases offensive power when the pilot’s Will is more than 130 
Expert 

Reduces weapon EN usage by 30% 

Telekinesis 

Increases HIT and EVD according to the pilot's skill level 
Command 


Increases nearby allies’ HIT and EVD depending on the pilot's skill level 
Revenge 

Increases damage dealt by counterattacks by 20% 

Prophesy 

Increases EVD when the pilot’s Will is more than 130 (counterattacks only) 


SPIRIT COMMANDS 

The cost to use Spirit Commands varies, because each pilot 
has his/her unique strengths and weaknesses. Consequently, 
the number of times pilots can use Spirit Commands varies, 
so carefully consider each pilot’s characteristics before using 
them to fight. 


INCREASE/DECREASE OF WILL 

A pilot’s Will may increase or decrease depending on the 
situation. Pay attention to each pilot’s idiosyncrasies, and 
adjust your strategy accordingly. 
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LEVELING UP 

As a pilot accumulates EXP, if he levels up, his Ability Points, Spirit Points and Pilot 
Points will go up. This happens at a different rate for each pilot. You can also raise 
a pilot's ability or have him learn new skills by training. This means that the same 
pilot might have totally different characteristics, depending on how you play the 
game. 


Vator 


KILL BONUS 


A pilot who has shot down at least 50 enemies will receive 20% more money 
from the battle, and 5 points will be added to his/her Will next time he/she is 
deployed. 


O Page: Use the Control Pad to change pages. 
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QHIT: The weapon's accuracy 


O Weapon Name 
Weapon Type: “P” indicates a weapon that can be used after movement. “MAP” 
indicates a weapon which can target all enemies in a given area. 

@ Required Will: Indicates the required Will level for the pilot to use the weapon. If - 
the number is in red, the weapon cannot be used at that time by the current pilot. 

O Energy Cost: The amount of EN consumed when the weapon is used. If the 
number is in red, the weapon cannot be used at that time. : 

OSkill: Indicates the required level of a particular skill that the pilot must have 
obtained in order to use the weapon. If the number is in red, the weapon cannot 
be used at that time by the current pilot. 


© Environment Rating: Indicates the weapon’s suitability for various environments. N 
From highest to lowest, the rankings are S, A, B, C, D. 

@ Current Ammo/Max Ammo: Indicates the number of remaining attacks 

® Category: A weapon is classified as one of the following: Missile, Energy Beam, 
Bullet, Remote, Melee, Supreme, Map, etc. 

® Type: Indicates whether it is a Melee or Ranged weapon 

© Critical: Affects the likelihood of a critical hit. The higher the number, the better 
the chance of dealing a critical hit. 


SPECIAL EFFECT WEAPONS 

The following are weapons that affect the status of the enemy: 
Energy Taker: Reduces enemy's EN by 25% 
Energy Drain: Drains enemy's EN by 30% and adds it to user's EN 
Spirit Taker: Reduces enemy’s Will by 5 points (not to drop below 50) 
Spirit Drain: Drains enemy’s SP by 30 points and adds them to user's SP 
Spider Net: Reduces enemy's Mobility by half. Cannot be used in conjunction 
with other special effect weapons 
Armor Breaker: Reduces enemy’s Armor by half for the duration of one turn (can 
only be used once per turn) 
Chaff Grenade: Reduces enemy's hit rate by half. Cannot be used in conjunction 
with other special effect weapons 
Jam Grenade: Reduces the damage dealt by the enemy by half (not to drop. 
below 10). Cannot be used in conjunction with other special effect weapons $= 


INTERMISSION 


INTERMISSION 


An intermission will occur after you finish a map. This is when you can modify units 
and switch pilots to prepare for the next battle. Use the money you've saved to beef 


up your forces! 


®INTERMISSION SCREEN 
O Intermission Menu: Make your selection using the 
Control Pad, and confirm your choice by pressing 
the A Button. This will take you to a submenu. 
© Battle Mastery: Here, your current level of Battle 
Mastery is displayed, along with the current difficulty 
level of the game. You can increase your level of 
Battle Mastery by fulfilling certain conditions in 
_ each stage. The higher your level of Battle 
™ Mastery, the more difficult the game will get. 


© Turns: The total number of turns you've taken in the game thus far 


OQ Money: Money available to be spent on unit modification 
O Scenario Completed: Indicates your progress in the game 


UNITS 


®UNIT INFO 
lf you select “Unit: Info,” a list of units will be displayed. Select the one you want 
more information on, press the A button, and you'll be taken to the Status Screen. 


@ Page: Use the Control Pad to change pages 

© Unit Name Gespenst MAIT-TT 
@HP: The unit’s endurance Gespenst MAIL TT 
OPilot 

© Pilot's Level 


Note: Units required to deploy on the next map will be 
listed in yellow. 


®CUSTOMIZATION 

If you select “Unit: Customize,” a list of units will be displayed. Use the Control Pad | 
to change pages, and select the unit you want to modify. Next, choose the type of. 
modification you'd like to make. Use the Control Pad to determine the degree of 
modification, and the cost will be calculated. Once you confirm payment, the 
customization will be complete. The more red indicators that are changed to green, 
the better the mech’s performance will be. 
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eOARTS 

Select “Unit: Parts,” and a list of your units will appear. Select one, and a list of its 
equipped parts along with a list of your inventory (available/total) will be displayed. 
A blank indicates an open slot. You can equip a part there, or replace another part 
that is already equipped. To equip a part, choose that part and a list of mechs with 
that particular part will be displayed. If you want to unequip a part, just select the 
part and choose “Unequip” from the inventory list. 
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© Page: use the Control Pad to /F% ————— 


change pages 
© Currently Equipped Parts 
© Inventory 
O Part Info 


WEAPONS 


®SELECTION 

Select “Weapon: Equip” and choose the unit you want to 
equip a weapon on. A list of the unit’s current weapons will 
be displayed. Weapons listed in gray cannot be removed, 
since they are attached to the unit. However, others can be 
replaced, or the weapon can be equipped in an empty slot. 
Each weapon is a certain size (W Size), and each unit has a 
certain amount of space to carry weapons (W Space). The 
unit can only carry as many weapons as space allows. 


Equippable Weapons 

W Size of the selected weapon 

W Space of the unit (current/maximum) 
Weapon Info 

Weapon List 
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USTOMIZATION 
Customizing weapons is just like customizing your units. Select “Weapon: 
Customize.” Next, choose a unit, and then a weapon from those equipped. If you 
want to customize a weapon in storage, select “To Storage” from the list of units. 
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Weapon to be Customized 
Level of Customization 
Current Attack Power  Plasina Cutter @ 
Attack Power after Customization jiua=~—am 
Money 

Customization Cost 


Customize |} 


PILOTS 


®INFO 
Select “Pilot: Info.” Choose a pilot you'd like 
Status Screen will be displayed. 


Page: Use the Control Pad to change 
pages. 

Pilot's Name 

Unit’s Name 

Pilot’s Level 


Note: Pilots required to participate in the next 
battle will be listed in yellow. 
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By using Pilot Points in training, pilots can improve their abilities or learn special 
skills. Just select a pilot, and then choose “Raise Stats” or “Learn Skills.” 


AISI AU. >A bo 
Select an ability you want to improve using the 
cursor, and then use the Control Pad to adjust the 
value. The points required will be indicated on the 
left. If you don’t have enough Pilot Points, then you 
won't be able to make the change. 


LEARNING SKILLS 

Here, the skills the pilot has already learned will be 
shown at the bottom left, and the ones he can learn 
will be displayed at the top right. Select an empty 
slot on the left, and then a skill from the list on the 
right. If you have enough Skill Points, the pilot will 
learn the skill. If a skill has “+1” listed next to it, it 
‘an be learned again and again, increasing the 
pilot’s skill level. 


Example: (Prevail +1) + (Prevail +1) = Prevail +2 


Value 


| Learn Skills Prevail +1 Support +4 
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®ASSIGN 

By selecting “Pilot: Assign,” you can change which unit a pilot is assigned to. Just 
select a pilot from the list, and then choose a unit. Note that certain pilots cannot be 
assigned to certain units. 
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SAVE 
Select “Save” to record your progress. Next time you play, you'll start from the 
intermission where you left off. 


LOAD 
This option allows you to load previously saved data. You'll begin from the 
intermission where the save was made. 


@ Save Data: you can create up to two save _ | ij i 


files —— a 
Character: the main character whose ee id Beginning Ma : 

progress was saved | av urns ToS 15400 

Scenario: the number of completed 

scenarios 

Battle Mastery: current difficulty level and 

degree of Battle Mastery 

Turns: the number of turns you've taken 

thus far in the game 

Money: amount of money you have at the save point 
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There are two ways to save in thing game: during an intermission or using 
# the Quick Save feature. The former will allow you to continue from the 
intermission where you left off, while the latter will allow you to resume 


the game from the exact point where you left off. Use both methods to 
suit your needs. 


®SAVING DURING AN INTERMISSION 

Select “Save” from the options available to you during an 
intermission. You can continue your game by selecting 
“LOAD” from the Start Menu. Up to two save files can be 
stored. 
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®QUICK SAVE 

You can also save on any map by accessing the General 
Commands. To resume your game where you left off, select 
“CONTINUE” from the Start Menu. Only one save file can be 
stored using this method. 


Note: Do not turn the power OFF while saving. 
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Various environments make up the game’s maps. oe sat | cae 
units’ mobility, defense, and hit rates. Remember, some locations will 
restore HP and EN to units stationed there. Press the B Button with the 
cursor pointing to an unoccupied grid square to see the nature of that 
location. In locations which severely 


limit mobility, units can sometimes  jeeeerhtiee: ee 
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»REDLENISHING LOCATIONS 


HP 


+20% +20% 


+10% +10% 


SPIRIT COMMANDS 


Doubles damage dealt on next attack 
Reduces target’s Will by 10 
| Reduces enemy’s HP to 10 when character’s Maneuver is higher 
"| Increases all weapons’ ranges by 2 (except MAP and Range 1) 
[| Enables evasion of any enemy attack for 1 battle 
q Doubles EXP earned i in next battle 
) Doubles EXP earned by an ally next battle 
Doubles money earned next battle 
Doubles money earned by an ally next battle 
Raises Hit/Evade Rates by 30% for 1 turn 
Raises Hit Rate to 100% for 1 turn; nullifies Double Image 
Raises ally’s Hit Rate to 100% for 1 turn 
Combined effects of STRIKE and ALERT 
Reduces « damage sustained to 1/4 forlturn | 
Increases Movement by 3 | 


» Allows 1 extra action 
> Replenishes HP by 30% of max value 
» Fully replenishes HP 
" Increases Will by 10 
") Increases Will by 30 
© Replenishes an ally’s HP by 2000 
7 Fully replenishes an ally’s HP 
> Fully replenishes an ally’s ammo/EN; Your Will won’t be affected 
Allows an ally that has acted already to act again 
» Reveals info about the target 
Increases adjacent ally’s Will by 10 
| Replenishes an ally’s SP by 50 
» Enables usage of all weapons (except MAP) after moving 


" Nullifies enemy’s defensive abilities/defensive support 
Ez 


Movement +1 

Movement +2 

Mobility +25 

Mobility +20 

Mobility +5 

Movement +1, Mobility +5 


Enables flight; changes unit’s/weapons’ performance in the sky to “A” 


Changes unit’s/weapons’ performance in space to “A” 
Changes unit’s/weapons’ performance on the ground to “A” 
Changes unit’s/weapons’ performance in water to “A” 
Increases all weapons’ ranges by 1 (except MAP and Range 1) 
All weapons’ Hit Rates +30% 


All weapons’ Hit Rates +20% 


All weapons’ Hit Rates +10% 
Max HP +500, Armor +100 
Max HP +1000, Armor +150 
Max HP +1000, Armor +200 
Max HP +1500, Armor +250 
Max EN +50 


Max EN +100 
Replenishes all ammo. Expendable 


Hh 


Replenishes 10% of Max EN at the beginning of each turn 


Bi 


Adds special ability: Beam Coat 

Adds special ability: AB Field 

Adds special ability: G Wall 

Replenishes all EN. Expendable 
Replenishes all HP. Expendable 
Replenishes 50 Spirit Points. Expendable 
Initial Will +5 

Initial Will +10 


Note: There are other parts besides those mentioned above. 
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RYUSEI DATE 

A test pilot and SRX team member, he’s passionate, straightforward, and 

often reckless. Women are a complete mystery to him, but he’s a 

hardcore super robot enthusiast. He met Ingram Prisken after winning a 
robot-simulation game tournament called “Burning PT.” Ingram 

immediately recognized Ryusei’s ability, and it didn’t take long for Ryusei - 

to decide to join the army. His cheerfulness is contagious, but he’s / 
sometimes mistaken as being shallow. In reality, he’s one of the most reliable guys to have 
at your side in a pinch. Some say he has the devil’s luck, always managing to escape 
difficult situations despite impossible odds. He’s 18 and a Master Sergeant. | 


R-1 

Height: 19.1m Weight: 50.2 
Its official name is the Real Personal Trooper Type-1. It’s the first of the 
Personal Trooper-R Series, developed as part of the SRX Project. 
Designed for close combat, it’s equipped with non-beam type 
weapons to ensure its attacks damage the enemy. Also, it’s equipped 
with the latest PT/EOT technology, making it the ultimate version of 
the standard PT. A well-balanced mech within the R series, it can 
change into the R-WING, its flying form. 


RAIDIESE F BRANSTEIN 
A test pilot for the SRX team, he’s a member of the 
Branstein family, a distinguished military family. While 
testing the RTX-008R Huckebein prototype, the Black Hole 
Engine malfunctioned, and he lost his left hand. Smart, 
sarcastic, and cool under pressure, he’s reportedly a genius. 
He’s 19 years old and a Second Lieutenant. 


Height: 18.2m Weight: 80.4t 
Officially known as the Real Personal Trooper 
Type-2, it’s the second mech from the Personal 
Trooper-R Series, developed as part of the SRX 
Project. Designed to bombard its opponent, it’s 
equipped with high-powered beam-type 
weapons and thick armor. It’s also equipped 
with a Tronium Engine that uses Extra Over 
Technology, making its output difficult to 
regulate and limiting its mobility. Its primary 
responsibility is to support the R-1, which 
excels at close-range combat, and the R-3, 
which excels at long-range combat. However, the R-2 often 
fights alongside the R-1 on the front line to cover for the 
occasional loss of the R-3, which does not always live up to 
its full potential because of its unreliability. 


AYA KOBAYASHI 
The leader of the SRX team. Before joining the army, she helped her fathe 
by volunteering as a subject for the Japan Special Laboratory for Brair 
Research. When the SRX Project was launched, she was assigned to thé 
development team responsible for the Telekinesis-Link System for the 
Series. She seems responsible and strong-willed on the surface, but deer 


inside, she’s a gentle girl who hates conflict. She’s 21 years old and 
captain. 


R-3 

Height: 15.3m Weight: 49.4t : 
Officially known as the Real Personal Trooper Type-3 
it's the third mech from the Personal Trooper-R Series 
developed as part of the SRX Project. It’s meant for é 
commanding officer, and is equipped with the T-Lin 
System. This unit is ideal for using telekinesis-type 
weapons, capturing enemies from a distance, and doing 
reconnaissance work. It was built exclusively for Aya. © 


KYOSUKE NANBU 

A test pilot for the ATX team, he’s a man of few words who always wears 
his poker face. Nobody knows the strong emotions deep inside him. He’s 
romantically involved with Excellen, who he loves dearly. He’s a bad 
gambler, so it’s up to her to stop him whenever he tries to bet on the 
underdog. He used to belong to the Far East Brigade and was also a test 
pilot for the Wildraubtier. He’s 22 years old and a Second Lieutenant. 


Height: 22.2m Weight: 85.4t 

As part of the ATX Project conducted at Langley Base in North 
America, this Personal Trooper was designed for frontal attack 
with overwhelming fire power. It's the result of radical 
modification to the third test model of the first generation 
Gespenst series. Almost all of its weapons are non-beam type for 
close/middle-range combat. Due to its engineers’ creative vision, 
it's not armed with EOT technology. Although it's great for close- 
range combat, it was taken out of production because its unusual 
concept seemed to go against the trend. Therefore, it was given 
the code name "Alteisen," which means "Old Iron." 


EXCELLEN BROWNING 

A test pilot who's a member of the ATX team and pilots the Weissritter, she’ 
calm and intelligent, but shows off too much and always speaks her min¢ 
(she enjoys being the center of attention). She parties a lot and enjoys 
watching all of the absurd behavior that goes on during social gatherings 
She loves Kyosuke more than anyone in the world, but he doesn’t treat he 
the way that he should, leaving her frustrated. She’s an excellent pilot 
skilled especially at dog-fighting. She’s 23 years old and a Second 
Lieutenant. 


Height: 21.7m Weight: 60.3t 

This is a customized Personal Trooper based on the third 
model of the Gespenst Mk-Il. Utilizing Lion series data 
leaked by the DC, and equipped with a miniature Tesla Drive 
created by the Tesla Leicht Institute, the Weisritter is able to 
fly without any support. It has greater mobility than the Lion 
series, and is armed with an Oxtongue Rifle that's capable of 
firing both beam and non-beam type rounds, offering its 
pilot unparalleled accuracy. However, mass production was 
cancelled due to the unit's high cost and weak armor, a 
deficiency resulting from the design's emphasis on mobility. 


MASAKI ANDOH 

The pilot of Cybuster, the Elemental Lord, he's quite frank and 
exceptionally athletic. But, he doesn't know how to communicate with 
women, and has a terrible sense of direction. He was chosen as the 
pilot of the Elemental Lord since the mech requires high Prana, which 
he has because of his strong emotions. Masaki keeps two cat-like 
familiars: Shiro and Kuro. Although he's handsome, because of his 
comical behavior, he's rarely seen as the hero. He likes to do things 
alone, and has a strong sense of loyalty and sympathy for a 17 year 
old. He was summoned to the Holy Langran Kingdom in the 
underground world of La Gias to become the pilot of Cybuster and to 
stop the Evil Lord. He tried his best, but the kingdom was destroyed. 
He returned to this world chasing after Shu and the Granzon. 


Height: 28.48m Weight: 38.4t 

A unit developed in the Langran Kingdom, Cybuster is also 
known as the "elemental Lord of the Wind" because it was 
blessed by Cyfis, the god of the wind. Its main power source is 
the Fulcanelli-type eternal engine, which requires the pilot's 
Prana (lifeforce). It also utilizes Ether (a stationary energy with no 
mass) aS a magical catalyst for more powerful propulsion. 
Cybuster's armor is made of Orichalconium with a geometric 
structure and particle arrangement that provide magical 
protection. It can transform into a cruising variant called Cybird. 


LUNE ZOLDARK 
Lune is the only daughter of Bian Zoldark, the leader of the Divine Crusaders, 
™ the group who caused the DC War. She has superhuman reflexes and vision. 
She's attractive, but tomboyish at the same time. She also has a weakness 
for flattery. She was supposed to pilot the Valsion, but because she disliked 
its design, she had the Valsion made especially for her. A fan of Japanese 
costume plays, she’s 16 years old and her hobby is saving money. 


Valsion 

Height: 24.6m Weight: 39.7t 

Developed by Bian Zoldark for his daughter Lune, this is the 
second unit of the Valsion series. Its movement is smooth and 
human-like, and the mech can even display facial expressions. 
The Valsion is equipped with a compact Tesla Drive, enabling it to 
fly. With its Psy-Blaster, Cross Smasher and Divine Blade, it also 
boasts impressive attack power. 
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LIMITED WARRANTY 
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AILUS warrants the original purchaser of this ATLUS product that 
the medium on which this software program is recorded is free 
from defects in materials and workmanship. 


ATLUS, at its sole option, will refund, repair or replace at no 
charge any defective ATLUS products within ninety (90) days of 
purchase with proof of purchase date, so long as the defect is not 
caused by misuse and neglect of the purchaser. EXCEPT FOR THE 
FOREGOING LIMITED WARRANTY, ALL EXPRESS, IMPLIED AND 
STATUTORY WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND 
NON-INFRINGEMENT OF PROPRIETARY RIGHTS, ARE EXPRESSLY 
DISCLAIMED. ATLUS SHALL NOT BE LIABLE FOR ANY DIRECT, 
INDIRECT, INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, 
EVEN IF DAMAGES RESULT FROM THE USE OF ATLUS PRODUCTS 
IN ACCORDANCE WITH ATLUS manual instructions. In some 
jurisdictions, some of the foregoing warranty disclaimers or 
damage limitations may not apply. 
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You must call (949) 788-0353 to receive instructions to obtain 
fepair/replacement services. 


Repait/Service After Expiration of Warranty 

If your ATLUS product requires repair after expiration of the 90- 
day Limited Warranty Period, you, may contact the Customer 
Service Department at the number listed above. You will be 
advised of the estimated cost of repair and the shipping 
instructions. 


ATLUS Customer Service Department/Technical Support Line 
(949) 788-0353 
Call this number for help in installing or operating our products or 
for general product questions. Representatives are available 
Monday - Friday, 9:00 am to 5:30 pm Pacific Time. 

Atlus USA 
15255 Alton Parkway, Suite 100 
Irvine, CA 92618 
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